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WARNING: READ BEFORE USING YOUR 
SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video games 
may induce an epileptic seizure in these individuals. Certain conditions may 
induce previously undetected epileptic symptoms even in persons who have 
no history of prior seizures or epilepsy, if you, or anyone in your family, has 
an epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, altered 
vision, eye or muscle twitches, loss of awareness, disorientation, any involun- 
tary movement, or convulsions — IMMEDIATELY discontinue use and consult 
your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

still pictures or images may cause permanent picture-tube damage or mark 
the phosphor of the CRT. Avoid repeated or extended use of video games 
on large-screen projection televisions. 


^ This official seal is your assurance that this product meets the 
Y highest quality standards of SEGA!" Buy games and accessories 
with this seal to be sure that they are compatible with the SEGA 
SATURN" SYSTEM. 


HANDLING YOUR COMPACT DISC 

® The Sega Saturn disc is intended for use exclusively in the Sega Saturn 
system. 

® Do not bend it, crush it, or submerge it in liquids. 

®) Do not leave it in direct sunlight or near a radiator or other source 
of heat. 

® Be sure to take an occasional recess during extended play, to rest your 
self and the Sega Saturn compact disc. 

® Keep your Sega Saturn compact disc clean. Always hold by the edges, 
and keep it in its case when not in use. Clean with a lint-free, soft dry 
cloth — wiping in straight lines from center to edge. Never use solvents 
or abrasive cleaners. 

This product has been rated by the Entertainment Software Rating Board, l-or 
information about the ESRB rating, or to comment about the appropriateness 
of the rating, please contact the ESRB at 1-800-771-3772. 
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1. Turn ON the power switch on your Sega Saturn system. 

2. Make sure a control pad is plugged into the port labeled Control 1 
on the Sega Saturn system. 

3. Open the disc tray and place the disc inside. 

4. Press START to advance to the Main menu. 

NOTE: If you have a back up RAM cartridge connected to your Sega Saturn 
system, a message appears asking you to choose your save desti- 
nation. 

NOTE: If you do not have enough free memory, a message appears offering 
the choice between freeing up memory and playing without saving. 


Left SHIFT 


Right SHIFT 


D-PAD 



START 


A 



A 


C 
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GETTING THROUGH THE MENU SCREENS 

Action Comiviand 


Highlight option 

D-Pad t 

Change highlighted option 

D-Pad <-> 

Select option 

C 

Return to previous screen 

B 


NOTE: Check the on-screen instructions for additional commands specific 
to the current menu. 


DRIVING CONTROLS (DEFAULT) 

Action Command 



D-Pad + T for Easy Turning 

D-Pad for Normal Turning 

D-Pad + i for Tight Turning 


Brake 

B 

Accelerate 

A or C 

Change racing view 

X or Z 

Toggle map and time overlays On/Off 

Y 

Shift Up/Down (manual shifting) 

R Shift/L Shift 

Pause 

START 

IN THE PITS 

Action 

Command 

Highlight service 

D-Pad I 

Check/Cancel fuel and tires; 
Decrease/Increase wing downforce 

D-Pad <->■ 

♦ Splash and Go (stop fueling and go) 

A or C 


♦ To execute a Splash and Go, you must cancel the tire service before 
your car comes to a stop. 


NOTE: When entering pit row, you can make pit stop adjustments only after 
the Pit menu appears and before your car stops in its pit space. 
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Only one word describes the combination of blurring speed and precision 
control as only the world’s most exciting sport delivers: Addictive! Indy car 
and Stock car circuits, 16 challenging tracks, 2-player split-screen mode, and 
Exhibition and Career play give Andretti Racing the replayability to keep you 
coming back for just one more race... 

® INDY CAR CIRCUIT: Lightning acceleration and superb handling through 
the turns make Indy cars a fan favorite. Concentration, discipline, and 
speed will make you a winner. 

@ STOCK CAR CIRCUIT: Beefy engines, rugged chassis, and raw power. 
You’ll bump, jar, and force your car through the pack on your way to 
the checkered flag. 

® MULTI PLAYER: Andretti Racing is the only 32-bit racing simulation to 
incorporate split-screen mode. Challenge a friend head-to-head with 
no gameplay slowdown. 

($) RACING SCHOOL: Mario, Michael, and Jeff Andretti joined the EA SPORTS” 
design team to keep Andretti Racing true to its sport. Their expertise 
is revealed to you through informative video interviews. 



My association with EA SPORTS dates back to 1990. The first 
game we coiiaborated on was Mario Andretti’s Racing Challenge 
for the PC. What aiways strikes me about EA is their enthusiasm, 
commitment to reaiism, and openness to my input, i’m especiaiiy 
excited about Andretti Racing on the Sega Saturn system. Never 
before have I seen a videogame with such a high level of authen- 
ticity. The car physics are amazingly true to the real thing. 

I become more impressed each time I play. 

— Mario Andretti 



/ won’t lie and say that p/ay/ng Andretti Racing contributed 
to my recent good fortune on the circuit, but the EA SPORTS 
design team has been quick to analyze the keys to my success 
and implement that information to the game. Andretti Racing is 
an incredibly intelligent and well thought out racing simulation. 
I’m proud to have assisted in its development. 

— Michael Andretti 



/ have played an active role in the development of Andretti 
Racing from square one: critiquing its progress at each stage 
of production, designing tracks, and working with programmers 
to tune the game’s racing “feel. " The Al of the auto-controlled 
cars is amazing. I’ve never played another videogame that 
instilled such a degree of competition. 


— Jeff Andretti 
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The Main menu is where you choose Andretti Racing game modes. Sign up for 
an Exhibition race to take a quick spin, embark on a Career, or go to Racing 
School to study the basics. 



To CHOOSE A Main menu option: 

1. D-Pad t to highlight the option you want. 

2. Press C to select. The appropriate screen appears. 

EXHIBITION RACE 

Enter and compete in a single race. See Setting up an Exhibition Race on 

p. 6. 

BEGIN CAREER 

Commit to a career on the pro-racing circuit. See Setting up a Career on 

p. 10. 

RESUME CAREER 

Return to complete a saved career. You can save your careers-in-progress 
to the Sega Saturn system’s internal memory or to a back up RAM cartridge. 
See Resuming a Saved Career on p. 12. 

RACING SCHOOL 

Enroll in the Andretti family’s Racing School to learn the fundamentals and 
pick up a few pointers from the masters. See Racing School on p. 14. 

CREDITS 

The Andretti family enjoyed a little assistance in the development of Andretti 
Racing. Roll the credits to find out who the players are “behind the scenes.’’ 
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An Exhibition race is a stand-alone race. The competition is just as solid as it 
is in Career mode, but you’re racing for time and position rather than points. 

® To set up an Exhibition race, seiect EXHiBITION RACE from the Main 
menu. The Exhibition Race screen appears. 

EXHIBITION RACE SCREEN 

In Exhibition mode, you have full control over the organization of your races. 
Use the Exhibition Race screen options to set up the type of race you want. 

□ Default settings in this manual appear in bold type. 

SELECT PLAYER 

Choose ONE PLAYER to challenge a pack of 15 computer-controlled cars, 
or TWO PLAYERS to race head-to-head on a split-screen. 

NOTE: The TWO PLAYERS option is available only when you have two con- 
trollers connected to your Sega Saturn system. 

NOTE: Computer-controlled cars are not available in split-screen races. 

SELECT CIRCUIT 

The circuit you choose determines the type of car you drive. Andretti Racing 
includes INDY CAR and STOCK CAR racing circuits. 

SELECT TRACK 

Select a track for your next race. Indy cars and Stock cars can compete on all 
16 tracks. 

SELECT LAPS 

You can set your race to 3 , 8, or 12 laps. The number of laps you choose 
plays a big part in the importance and frequency of pit stops. 

SPEED COMP 

Available only when setting up a multiplayer race. Speed Compensation 
keeps the competition tight by providing a slight speed advantage to any 
cars trailing the leader. You can toggle this option ON/OFF. 

DONE 

Accept the current Exhibition race options. 

□ When you choose DONE, the Exhibition Setup screen appears. 
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EXHIBITION SETUP SCREEN 

When the Exhibition Setup screen appears, you’re ready to hit the track, 
g) To begin a race with default settings, choose RACE. 

QUALIFY 

Available only in one-player races. You get three solo laps to qualify for grid 
position. (If you choose not to qualify, you start in 16™ position.) Qualifying is 
also a great opportunity to familiarize yourself with the track before the race. 

□ Your best lap is compared to the other drivers’ times to determine 
starting positions. 

@ To get an update of your current qualification position, check the 
Position/Lap overlay on the left of your screen after each lap. 

@ If you’re happy with your position after the first or second qualifying lap, 
press START to access the Pause menu, then choose QUIT QUALIFYING. 
You retain your position in the starting grid. 

RACE 

Load the race and roll out to the starting grid. (See Racing on p. 15.) 

CAR SETUPS 

Modify your car for peak performance on the upcoming track. (See Car Setup 
Screen on p. 8.) 

□ The Car Setup screen appears automatically after a qualifying run, 
allowing you to make adjustments before the race. 

VIEW RECORDS 

Andretti Racing compiles stats for each registered user. The Exhibition 
Standings screen displays your Name, Win/Loss record, and Best Lap time. 
NOTE: To track stats by a specific name, you must register before you race. 

REGISTER 

Register your name for the next race. Stats for every race completed with 
that name are tallied and displayed on the Exhibition Standings screen. 

® Follow the on-screen instructions to register your name. When you're 
finished, select END. The Register overlay disappears. 

OPTIONS 

Set general gameplay options. (See Options Screen on p. 9.) 



CAR SETUP SCREEN 

Easily the most important feature in Andretti Racing, Car Setup adjustments 
aliow you to customize your car for specific tracks. Make corrections based 
on the composition of the track, or wait to see how your car handies during 
qualifying before tuning. Experiment with different setting combinations. 



Move the 
sliders 
your car 


Select DONE 
to exit the Car 
Setup screen 

Performance 

Figures 


□ After each aiteration, watch the performance figures to see what kind 
of variance you can expect. 

NOTE: The Acceieration figure denotes the amount of time the car takes to 
accelerate from 1-100 MPH. 

□ In two-player races, the Car Setup screen for Player 2 automatically 
appears when Player 1 exits. 

NOTE: Car Setup settings carry over through all phases of a race from 

pre-qualification tuning, to pit stops. Following a race, all Car Setup 
options return to their defaults. 

SELECT TRANS 

Decide on the type of transmission you want. Your transmission choice 
doesn’t alter the performance of the car, but it does add another element to 
the racing experience. Choose AUTO TRANS and concentrate on the pedals 
and steering or MANUAL TRANS to add the challenge of shifting gears. 

TIRES 

Determine the proper compound of your tires. SOFT TIRES, or slicks, grip 
the track better than hard tires and should be used on courses where control 
through the turns is more important than flat-out speed. HARD TIRES don’t 
adhere to the track as well as slicks but they last longer, allowing you to 
delay pit stops. 

FRONT WING/AIR DAM 

Set the amount of downforce on the front end. If you feel as though your car 
is understeering (steering is slow or unresponsive), it’s a good idea to apply 
more downforce. Less downforce increases top speed. 


R 
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REAR WING/SPOILER 

Set the amount of downforce on the rear end. If you feel as though your car 
is oversteering (the rear tires are sliding out around turns), you may want to 
try more downforce on the rear. The more downforce you allocate, the lower 
your car’s top speed. 

GEAR RATIOS 

Specify your car’s optimum gear ratio. In general, a low gear ratio gives your 
car quick acceleration at slow speeds; a higher gear ratio is best suited to 
smooth drivers, but it translates to slow acceleration at low speeds. As a rule 
of thumb, use lower gear ratios on twisty courses and higher gear ratios on 
mostly straight tracks. 

OPTIONS SCREEN 

At the Options screen you can adjust your racing environment sounds, 
displays, and controls. You can also set the durability level of all the cars 
in the race. 

@ To exit the Options screen, select DONE. 

SELECT SOUND 

Toggle all sound effects during a race ON or OFF. 

SELECT MUSIC 

Toggle the background music played during a race ON or OFF. 

SPEEDOMETER MODE 

Set the units of measurement displayed by your speedometer to MPH (miles 
per hour) or KPH (kilometers per hour). 

SET CONTROLS 

If you’re not comfortable with the default driving controls, you can change 
them for your controller. You can edit any racing command except steering. 

NOTE TO SEGA ARCADE RACER’" USERS: When playing with the Sega 
Arcade Racer steering wheel, you can not edit the L Shift or R Shift functions. 

To CONFiGURE YOUR DRIViNG CONTROLS: 

1. From the Options screen, choose SET CONTROLS. The Control Setup 
overlay appears. 

2 . D-Pad until the function you want is displayed in the window. 

3 . Press the button you want to assign to that function. 

® To accept your changes, press START. 
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SELECT DAMAGE 

Set Damage OFF for invincible cars, ON for realistic results from collisions and 
the possibility of being knocked out of a race, or LTD (limited) for cars that 
sustain damage but rejuvenate to continue racing if they flip or lose a tire. 
NOTE: If your car becomes damaged in a collision but you manage to make 
it back to the pits, your crew completes all necessary repairs. 




You begin a Career by driving for an entry-level racing team. Go through an 
entire 10-race season and try to accumulate as many points as possible. 

If you turn in a respectable point total at the end of the season, you are 
asked to drive for a more successful team. 

Careers last as many seasons as you can endure, if you reach the top, you’ll 
get the opportunity to drive for the Andretti racing team. Within the fifth 
season of a Career, drivers who win championships on both circuits are 
inducted into the EA SPCRTS Racing Flail of Fame. 

@ To set up a new Career, select BEGIN CAREER from the Main menu. 

The Register overlay appears. 


REGISTER OVERLAY 

Register your name at the beginning of a Career. This is the name under 
which your point totals and stats are tallied throughout your Career. 


Backspace 


@ Follow the on-screen instructions to register your name. When you’re 
finished, select END. The Team Selection screen appears. 

® To close the REGISTER overlay without registering a name, press B. 
NOTE: Each player must register under a different name. 



RACING 


TEAM SELECTION SCREEN 

At the beginning of a new Career, you can race for only one team from each 
circuit. By the start of your next season, if you posted a respectable point 
total, additional teams become available. 
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Team Car 


Team 

Information 



® Following your team selection, the race announcer (Derek Daly on the 
Indy car circuit, Bob Jenkins on the Stock car circuit) gives you an over- 
view of the next scheduled race, then the Race Setup screen appears. 

RACE SETUP SCREEN 

Many of the Career mode Race Setup items are identical to those displayed 
in Exhibition mode. The items that appear only in Career mode are described 
below. For information on other items, see Race Setup Screen on p. 8. 

VIEW CAREER 

Check the statistics on each race of your Career, season by season. The 
Career Summary screen displays season-long accumulative numbers for Wins, 
Podium Finishes, Finishes, and Starts, as well as track-specific stats such 
as Qualifying Position, Placed, Time, and Best Lap. 

@ To view additional track-specific stats, D-Pad j:. 
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SAVE CAREER 


If you have free space available in your Sega Saturn system’s internal 
memory or on a back up RAM cartridge, you can save your career up to the 
last completed race. Return to continue a career at any time by choosing 
RESUME CAREER at the Main menu. 


To SAVE A career: 

1. From the Race Setup screen, choose SAVE CAREER. The Save Career 
overlay appears. 

2. Using the alphabet grid, follow the on-screen instructions to enter 
a custom name for your career. When you’re finished, select END. 

A highlight appears in the memory window. 

3. D-Pad X to highlight the memory slot to which you want to save. 

(Up to eight slots are available.) 

® If you select an occupied slot, your current career deletes the previous 
one. A text box prompts you to confirm your decision. Press START to 
accept; B or C to cancel. 

4. When your season is saved successfully, press C to continue. The Save 
Career overlay disappears. 

EXIT CAREER 

When you select EXIT CAREER, you exit Career mode and return to the Main 
menu, where you can continue racing in another mode. 


RESUMING A SAVED CAREER 

You can begin and save up to eight Careers. Whenever you’re ready to contin- 
ue a Career, Resume Career is your ticket back to the circuit. 

To RESUME A SAVED CAREER: 

1. From the Main menu, select RESUME CAREER. The Restore Career 
overlay appears. 

2. Select the Career you want to resume from the list. The Championship 
Standings screen for that Career appears. 

3. Check your point total at the Championship Standings screen, then exit. 

The Race Setup screen appears. 

4. Proceed with your Career on the next scheduled race. 
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ANDRETTI RACING SEASON SCHEDULE 

Throughout a career, the order of races is consistent from season to season. 
Check the tables below to see which tracks are on the horizon, the distance 
of the tracks, and how many laps are required to complete each race. 


STOCK CAR CIRCUIT 

Week Location 

Distance 

Laps 

1 

Calder Park Thunderdome 

1.098 mi. 

12 

2 

Vallejo Speedway 

1.873 mi. 

8 

3 

Binghampton Speedway 

1.557 mi. 

8 

4 

Bridgeport Speedway 

1.460 mi. 

12 

5 

Glacier Fields 

1.899 mi. 

8 

6 

Pacific Place, Vancouver 

1.677 mi. 

8 

7 

Kings Beach 

1.911 mi. 

8 

8 

Streets of Cincinnati 

1.475 mi. 

8 

9 

Exhibition Place, Toronto 

1.780 mi. 

8 

10 

Grand Rapids Motorsports Complex 

1.979 mi. 

8 

INDY CAR CIRCUIT 

Week Location 

Distance 

Laps 

1 

Pacific Place, Vancouver 

1.677 mi. 

8 

2 

Oasis Raceway 

1.426 mi. 

8 

3 

Kings Beach 

1.911 mi. 

8 

4 

Grand Rapids Motorsports Complex 

1.979 mi. 

8 

5 

Longhorn International Raceway 

1.665 mi. 

8 

6 

Exhibition Place, Toronto 

1.780 mi. 

8 

7 

Phalanx Sports Car Course 

2.075 mi. 

8 

8 

Oceanside International Raceway 

1.458 mi. 

8 

9 

Surfer’s Paradise, Australia 

2.795 mi. 

8 

10 

Meibashi Circuit 

2.489 mi. 

8 
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We invited Mario, Michael, and Jeff Andretti to join our design team, then 
sat down and grilled them with tough questions on the sport of Auto Racing. 
Not only did we translate their vast experience behind the wheel to the physics 
of the game, we also captured it in video interview clips and created the 
Racing School. 

The Racing School contains something for everyone, from the Auto Racing 
enthusiast to the hard-core Andretti Racing gamer. 

@ Follow the on-screen instructions to view Racing School videos. 


Racing controls are consistent throughout all Andretti Racing game modes. 
Whether you’re qualifying for time or dueling for position, the information 
in this section will give you a good idea of how to perform on the track. 


DEFAULT RACING COMMANDS 



Overlay 


View Up 
Accelerate 


RACING 


THE GREEN FLAG 

When the race loads, your car is approaching the Start/Finish line at the end 
of the pace lap. Listen for the race announcer, then take control of your car 
when the Green flag appears. 




Position/Lap 
Overlay 
Tachometer 
Speedometer 
Fuel Gauge 


Current Gear 


Map 


Time Indicators 


Racing Views 

Andretti Racing has three different views you can use during a race: 

Behind the Car, Above the Car, and In the Car. 

BEFIIND TFIE CAR This fixed camera sits directly behind your car, allowing 

you to see upcoming turns and opponent's noses as they 
close in on you. If you have Damage ON or LTD, you can 
visually track the condition of your car. 

ABOVE THE CAR Another view from behind your car, this camera is elevated 
and set further back, bringing a considerably larger portion 
of the track into the picture. Beginners may want to start 
with this generous view. 

IN THE CAR The most realistic and challenging of the three views, this 

angle seats you right in your car's cockpit. Turns appear 
out of nowhere, phantom cars bump you from behind, and 
you get a very limited perspective on your car’s condition. 
You’ll also have a lot more fun! 

® Races begin with the default racing view (Behind the Car). To change this 
view, press either View Up button shortly after your car crosses the 
Starting line. 




A 


N 


D 


R 


E 


T 


T 


I 


Map and Time Indicators 

In full-screen races, the Map and Time Indicator appear on the right side 
of the screen. In split-screen races, the Time Indicator is not displayed. 

MAP The map provides a general outline of the current track. 

Check the map to see upcoming turns and your position 
among the field. The three lead cars are labeled L, 2, 
and 3 on the map, and your car is labeled P. Two-player 
races depict Player 1 and Player 2 as 1 and 2. 

TIME INDICATOR The Time Indicator displays three time modes: Lap Time, 
Best Lap, and Time Elapsed. During qualification. Best 
Lap determines your grid position. 

® Races begin with the Map and the Time Indicator displayed. Press the 
Overlay button to select both ON, both OFF, or one ON and one OFF. 

THE PAUSE MENU 

The Pause menu appears on the screen whenever you pause a race. From the 
Pause menu, you can adjust sound and music options, view a replay of the 
action, check race stats, or quit the current race. 

® To pause a race, press START. The Pause menu appears. 

@ To quickly return to the race, press START with any Pause menu option 
highlighted. 

Resume Race/Qualifying 

Get back to the racing action. 

Instant Replay 

Replay the last several moments of race footage. Instant Replay mode has 
seven camera angles (some fixed, some mobile) that allow you to watch the 
action from every position. 

® To control the replay, use the button commands on the top-left of the 
screen. 

@ To exit an Instant Replay, press START. The race resumes. 

Race Statistics 

At any time during a race, you can check the Race Statistics overlay to see the 
position of every driver, their current lap, and elapsed time. 

® To close the Race Statistics overlay, press A or C. 
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Sound Effects 

Toggle sound effects during a race ON or OFF. 

Music 

Toggle the background music played during a race ON or OFF. 

Quit Race/Qualifying 

Exit the current race. Your name appears on the post-race screens followed 
by the letters DNF (Did Not Finish). 

NAVIGATING THE PITS 

Once you pass through the pit entrance, your racing view changes to In the 
Car, the Pit menu appears, and your car enters auto-pilot mode. A standard 
pit stop refuels the car and installs a new set of tires. 

□ Smoothly executed pit stops are essential to successful racing. Races 
can be won or lost in pit row. 

If you want to make changes to your pit services, you can access the Pit 
menu while your car automatically steers into its stall. 

® To toggle the fuel or tire service ON/OFF, highlight the appropriate item, 
then D-Pad 

® To adjust front or rear wing downforce, highlight it, then D-Pad < >. 

@ For a Splash and Go pit, turn off all services except Fuel. When you 
think you've taken enough fuel, hit the accelerator and go. 

NOTE: You have control over the Pit menu only as long your car is rolling 
to its designated position in pit row. When your car comes to a 
stop, you can make no further changes. 

THE CHECKERED FLAG 

As you cross the Start/Finish line following the final lap, the Checkered flag 
appears and your finishing place is displayed. At the end of a qualifying run, 
this is your position in the starting grid; at the end of a race, this is your 
final position. 

□ If you just finished a qualifying run, the Car Setup screen appears. Make 
any adjustments you need for the track, then exit. Your race loads. 

□ After an Exhibition race, the Race Results screen appears. Check your 
position and time behind the leader, then exit. The Exhibition Race screen 
appears. 

□ After Career races, the Championship Standings screen follows the Race 
Results screen. Find your place on the leader board and your running 
point total, then exit. The announcer returns with an overview of the next 
scheduled race, then the Race Setup screen appears. 
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TWO-PLAYER RACES 

A race in Two-Player mode is a split-screen, one-on-one challenge between 
you and a friend. If two controllers are connected to your Sega Saturn sys- 
tem, select TWO PLAYERS from the Exhibition Race screen, and find out who’s 
the superior driver. 

Two-player races end as soon as the first player captures the Checkered flag. 
The cars remaining on the track are awarded their current positions. 

Speed Comp. 

The Speed Comp, option appears on the Exhibition Race screen only after you 
select TWO PLAYERS. Speed Compensation is used to counterbalance the 
first place driver’s dominance by providing the second driver with a speed 
boost. As the lead changes hands, so does the Speed Comp, benefit. Speed 
Comp, races tend to be close and are usually decided on the final lap. 


The keys to success in Andretti Racing are identical to the keys to success 
on the pro circuit, and no one knows that better than Jeff Andretti. We per- 
suaded Jeff to share some of his Andretti Racing tips with you — this is the 
same kind of info you’d pay thousands of dollars for at a pro driving school. 


DRIVING 

The physics of the Andretti Racing cars are designed to the specifications 
of real Indy cars and Stock cars. The computer-controlled cars perform just 
like professionally driven cars would in similar race conditions. 

GENERAL 

►TIP: You can get a speed boost (and better gas mileage) by drafting the 
car in front of you. To draft, position your car directly behind the car 
in front of you. The closer you are, the faster you’ll go. 

□ Drafting is essential to your success on the Stock car circuit. 

►TIP: In most cases, the other drivers in Andretti Racing are reluctant to 
let you pass. Often they’ll weave back and forth to cut off your lanes. 
When this happens, back off and draft for a while. Get the timing 
of the other driver’s weaving down, then you can pass unscathed. 

►TIP: If a car coming up behind attempt to pass, don’t waste your time 
trying to block it: it’ll only slow you down. Instead, let the car pass, 
then slip in behind to catch its draft. 
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►TIP: There are renegade drivers in Andretti Racing who would rather bump 
you from behind than pass cleanly, leaving you spinning in their wake. 
Don’t turn your wheels against the spin; turn into the slide and 
release the accelerator. When your car’s nose is pointing back in the 
direction of the track, hit the gas. You’ll pull right out of the spin. 

CORNERING 

►TIP: When driving through an S-turn, or chicane, consider both turns 
equally. Because acceleration out of the second turn is more 
important than mid-corner speed, use the first corner to properly 
set up for the second turn. 

►TIP: Always look ahead of your car when driving through turns. When 

entering a turn, your eyes should already be focused on the center 
of the turn, or the apex. When you hit the apex, your focus should 
be the exit. 

►TIP: if you must slow your car through a turn, do it before you begin the 
turn. In other words, by the time you begin turning the steering 
wheel your foot should already be off the brake and back on the 
accelerator. 

►TIP: By outbraking (braking later than a competitor), you can gain an 

advantage going into a turn. To outbrake, take the inside line going 
into a corner and brake later than the car in front of you. You then 
catch up to him on the inside, forcing him to let you by. 

PIT STOPS 

►TIP: It’s important to figure out exactly when you need to pit on each track. 
If you can pit more efficiently than the pack, you will gain a clear 
advantage. For example: In a 12-lap Indy car race at Binghampton, 
most of the computer-controlled cars pit twice. With the right car 
setup, you can avoid the pits until the sixth lap, and get away with 
just one stop. 

►TIP: If you know you’ll have to pit more than once during a race, try to 
judge how much fuel you need between stops. In most cases, it’s 
less than a full tank. You can leave the pits as soon as your car 
has tires, so hit the accelerator when you think you’ve got enough. 

►TIP: This won’t earn you any sportsmanship awards but it may help you 
win a race. When challenging a friend in two-player mode, try giving 
the other driver a little nudge into the pit entrance. If you’re lucky, 
you’re opponent will be too frustrated to remember to de-select the 
tire service. 
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CAR SETUPS 

►TIP: In general, adjusting wing downforce one notch alters your top speed 
by 2 MPH. When you’re racing on "fast” tracks and ovals, top speed 
is the key to victory — reduce your wing downforce significantly. 

►TIP: It's easy to concentrate on your rear wing (that’s the one sliding out 
all over the place), but don’t forget about the front wing, or air dam. 
It’s important to achieve balance in your car; many times you’ll 
have to adjust both wings to correct a pushing (understeering) car. 

►TIP: If you like the lower gears, stay in your opponents’ draft, then pass 
in the last corner. If your car is running in the high end, you've got 
a better chance to pull away; when this happens, don’t let the other 
cars use your draft. 

►TIP: When it comes to car setups, the best tip is to experiment. The 
proper car setup depends on your driving style. Because no two 
people will ever navigate a track the same way, no one setup 
is guaranteed. 
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ELECTRONIC ARTS LIMITED WARRANTY 

Electronic Arts warrants to the original purchaser of this Electronic Arts software product 
that the medium on which this computer program is recorded is free from defects in mate- 
rials and workmanship for a period of ninety (90) days from the date of purchase. This 
Electronic Arts software program is sold “as is," without express or implied warranty of 
any kind, and Electronic Arts is not liable for any losses or damages of any kind resulting 
from use of this program. Electronic Arts agrees for a period of ninety (90) days to either 
repair or replace, at its option, free of charge, any Electronic Arts software product, 
postage paid, with proof of purchase, at the Electronic Arts Warranty Department. This 
warranty is not applicable to normal wear and tear. This warranty shall not be applicable 
and shall be void if the defect in the Electronic Arts software product has arisen through 
abuse, unreasonable use, mistreatment or neglect. 

LIMITATIONS — This warranty is in lieu of all other warranties and no other representations 
or claims of any nature shall be binding on or obligate Electronic Arts. Any implied warran- 
ties applicable to this software product, including warranties of merchantability and fitness 
for a particular purpose, are limited to the ninety (90) day period described above. In no 
event will Electronic Arts be liable for any special, incidental, or consequential damages 
resulting from possession, use or malfunction of this Electronic Arts software product. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 

NOTICE 

Electronic Arts reserves the right to make improvements in the product described in this 
manual at any time and without notice. 

RETURNS AFTER WARRANTY — To replace defective media after the ninety (90) day war- 
ranty period has expired, send the original CD to Electronic Arts’ address below. Enclose 
a statement of the defect, your name, your return address, and a check or money order 
for $15.00. 

Electronic Arts 
Customer Warranty 
P.O. Box 7578 

San Mateo, California 94403-7578 

If you need technical assistance with this product, call us at (415) 572-2787 Monday 
through Friday between 8:30 AM and 4:30 PM, Pacific Time. 

EA Tech Support Fax: (415) 286 5080 
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HOW TO REACH US ONLINE 

CompuServe: Game Publishers A Forum (GO GAMAPUB) 

Or send e-mail to 76004,237 

America OnLine: Send e-mail to ELECARTS 
Internet E-mail: supportl@ea.com 

Or send e-mail to elecarts@aol.com or 76004.237@compuserve.com 
Warranty inquiries: cswarranty@ea.com 
World Wide Web: Access our Web Site at http://www.ea.com 
FTP: Access our FTP Site at ftp.ea.com 



Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. This game is 
licensed for use with the Sega Saturn system only. 

EA SPORTS and the EA SPORTS logo are trademarks, and “If it’s in the game, it's in the 
game” is a registered trademark of Electronic Arts. All rights reserved. 

Special thanks to all of the sponsors of Andretti Racing. All 
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And a special thanks to IndyCar Productions for the racing car footage. 

Goodyear (and winged foot design) is a trademark of The Goodyear Tire & Rubber 
Company (in Canada, Goodyear Canada, Inc.). Used with permission. 

RC is a registered trademark of Royal Crown Company, Inc. 

Special thanks to Gold Coast Motor Events Co. for providing materials for use in 
Andretti Racing. 

Thunderdome © 1996 Calder Park Raceway Pty Ltd. Thunderdome is a registered 
trademark of Calder Park Raceway Pty Ltd. 

Certain images courtesy of Corel Corporation. 

Manufactured and printed in U.S.A. 

Software and documentation © 1996 Electronic Arts. All rights reserved. 
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